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Copyright and right to make backup copies, On receipt of this computer program and 


associated documentation (the software), the author grants you a nonexclusive license to 
execute the enclosed software and to make backup or archival copies of the computer program 
for your personal use only, and only on the condition that all copies are conspicuously marked 
with the same copyright notices that appear on the original, This software is copyrighted. You 
are prohibited from reproducing, translating, or distributing this software in any 
unauthorized manner, 


TRADEMARKS OF ATARI 
The following are trademarks of Atari, Inc. 


ATARI 

ATARI 400 Home Computer 
ATARI 800 Home Computer 
ATARI 410 Program Recorder 
ATARI 810 Disk Drive 

ATARI 820 40-Column Printer 
ATARI 822 Thermal Printer 
ATARI 825 20-Column Printer 
ATARI 830 Acoustic Modem 
ATARI 850 Interface Module 
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Distributed by 


The ATARI Program Exchange 
P, O;, Box 427 
155 Moffett Park Drive, B-1 
Sunnyvale, CA 74084 


To request an APX Software Catalog, write to the address above, or call toll-free! 


800/538-1842 (outside California) 
800/672-1850 (within California) 


Or call our Sales number, 408/745-5535, 
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INTRODUCTION 


OVERVIEW 


SOLITAIRE is a computerized version of the standard, one-player Las Vegas card game. You 
use a joystick controller to pick up cards from the deck or from one of the columns and 

then to position them on a column, in the ace area, or on the discard pile. Your goal is 

to build up the ace area. Each new deal charges you $52 and the computer credits your 
account at the end of the first pass through the deck with $5 for every card you’ve 

placed on the aces. The computer also keeps track of the time you take to complete the 

first pass through the deck. You can then go through the deck as many times as you wish, 
but the computer records your money earned/lost and time elapsed only for the first pass, 
Thus, you can play to completion without affecting the true results. See how long you 

take to win $500! 


REQUIRED ACCESSORIES 


Cassette version 


14K RAM 
ATARI 410 Program Recorder 


Diskette version 


24K RAM 
ATARI $10 Disk Drive 


ATARI BASIC Language Cartridge 


One ATARI Joystick Controller 


CONTACTING THE AUTHOR 
Users wishing to contact the author about SOLITAIRE may write to him at! 


1308 Martha Road 
S. Charleston, West Virginia 25303 


or call him ati 


304/744-6592 


GETTING STARTED 


LOADING SOLITAIRE INTO COMPUTER MEMORY 


1. Plug the joystick controller into the first (leftmost) controller jack at the front of 
your computer console, 


2. Insert the ATARI BASIC Language Cartridge in the (Left Cartridge) slot of your 
computer, 


3. If you have the cassette version of SOLITAIRE: 


a, Turn on your TV set. 


b. Turn on your computer and connect your program recorder to the computer and to a 
wall outlet, 


c Slide the SOLITAIRE cassette into the program recorder’s cassette holder and 
press REWIND on the recorder until the tape rewinds completely. Then press PLAY. 


d. Type CLOAD on your computer and then press the RETURN key two times. The tape 
will load into computer memory. 


e, After the tape finishes loading, the word READY will display on your TV screen. 
Type RUN and press the RETURN key, The first display screen will appear on your TV 
screen, 


If you have the diskette version of SOLITAIRE’ 


a. Turn on your disk drive. 


b. When the BUSY light goes out, open the disk drive door and insert the SOLITAIRE 
diskette with the label in the lower right-hand corner nearest to yous Close the 
door. 


c. Turn on your computer and TV set, 


d. When the READY prompt displays on your TV screen, type RUN "DiSOLITAIR" and press 
the RETURN key. If you’re using more than one disk drive, remember to follow the 

device initial (D) with the number of the drive containing the SOLITAIRE diskette 

(e.g RUN "DZiSOLITAIR" for disk drive two). The program will load into computer 
memory and start. 


FIRST DISPLAY SCREEN 


The program title appears at the top of the first of two Pages of instructions, The first 
Page looks like this! 


SOL TTATRE 
BY MARK REID 


THIS IS A VERSION OF THE STANDARD 
SOLITAIRE CARD GAME (7 COLUMNS OF 
CARDS, BLACK TEN ON RED JACK, ETC.) 


THE COMPUTER SHUFFLES AND DEALS THE 
CARDS, AND CHARGES YOUR ACCOUNT $52 
($1/CARD). YOU THEN GO THROUGH THE 
DECK ONE CARD AT A TIME, AND TRY TO 
GET AS MANY CARDS AS FOSSIELE ONTO 
THE ACES AT THE TOF. AFTER ONE FASS 
THROUGH THE DECK, THE COMPUTER CREDITS 
YOUR ACCOUNT WITH #5 FOR EVERY CARD 
THAT’S ON THE ACES (INCLUDING THE 
ACES). WHEN YOU HAVE NO MORE FLAYS, 
FRESS START TO DISFLAY YOUR SCORE. 

AT THAT FOINT, FRESS START AGAIN FOR 
A NEW DEAL, PRESS SELECT FOR ANOTHER 
PASS THROUGH THE DECK, OR FRESS 
QFTION TO CLEAR YOUR ACCOUNT. 


PRESS FIRE TO CONTINUE 





Figure 1 First Fage of Instructions 


The second page of instructions are! 


WHILE GOING THROUGH THE DECK EXTRA 
TIMES, NOTHING WILL BE CHARGED OR 
CREDITED TO YOUR ACCOUNT, AND YOU CAN 
GET A NEW DEAL AT ANY TIME BY FRESSING 
START. 


YOU USE THE JOYSTICK AND CURSOR TO 
SELECT YOUR FLAYS. EACH TURN CONSISTS 
OF TWO STEPS! FICKING UF A CARD (OR 
CARDS) AND FLAYING THE CARD. MOVE THE 
CURSOR TO THE CARD YOU WANT TO FICK 
UF AND PRESS FIRE, THEN MOVE THE 
CURSOR TO THE FLACE YOU WANT TO FLAY 
THE CARD AND FRESS FIRE. (IF PICKING 
UF A STACK OF CARDS, FLACE THE CURSOR 
ON THE ONE CLOSEST TO THE TOF OF THE 
SCREEN, ) 


AS AN ADDITIONAL FEATURE, THE 
COMPUTER TIMES EACH GAME AND KEEFS 
TRACK OF CUMULATIVE TIME. SEE HOW 
LONG IT TAKES YOU TO WIN $500. GOOD 
LUCK « « « 

FRESS FIRE TO START 


Figure 2 Second Page of Instructions 


When you’re finished reading the instructions, press the red FIRE button on your 

joystick. The program treats you to a multicolored display of the word "SHUFFLING" while 
it shuffles the deck and sets up the game display. After studying this display, press the 
FIRE button again to begin playing and to tell the program to start the clock. 


PLAYING SOLITAIRE 


THE GAME DISPLAY 


The game display screen looks roughly as follows ("S" is for "spades", "D" is for 
"diamonds", "C" is for "clubs", "H" is for "hearts", and the underlining reresents 
inverse video} these card suits display as graphics on the screen), The figure contains 
sample cards in the columns. 


orn ene cour ease cane aus cone cone ase cone cos cms ease sens suet cone cane cose cose 
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| | | | | | | | 

TIME | | | | | | | | 
0:00 | I | | | | | | 
| | | | | | | | 

PASS | | | | | | | | 
1 | | | | | | | | 

| | | | | | | I 

| | | | | | | | 

| | | | | | | | 

| | | | | | I | 

| | | | | | | | 

DECK | 24 | | DISCARD 
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WHEN YOU ARE READY TO PLAY, 
PRESS FIRE 


Figure 3 Game Display Screen 


The middle of the game screen has seven columns for the seven piles. A card (in the form 
of a number and a graphics character for the card suit) displays at the top of each 
column pile, and above each pile is a number indicating how many cards remain face down 
in that pile, Above these columns are four areas for playing the aces. Below these 
columns is the deck area, which displays a number indicating the number of cards 
remaining in the deck, and the discard pile area, To the left of the card area is the 
display for the time elapsed and for the number of the current pass through the deck, 
Notice that the spades and clubs display in inverse video (underlined in the figure 
above) to simulate the red/black color distinction of the card suits. 


USING YOUR JOYSTICK 


Each turn involves two steps! picking up a card (or a stack of cards) and playing the 
card(s). You pick up and place cards using your joystick controller. Hold your joystick 

so that the red FIRE button is at your upper left, toward the TV screen. The steps are as 
follows: 


1, The game begins with the deck number flashing, indicating your cursor is in this 
area, 


2, Use your joystick to move the flashing cursor to the card you want to pick 
up--the current top deck card, a stack of cards, or the top card on the discard 

pile. (See the game rules below for more information about deciding which card(s) to 
pick up). Push the joystick forward to move the cursor up, backward to move it down, 
leftward to move it to the left, and rightward to move it to the right (you can also 
move it diagonally), 


Now press the red FIRE button to pick up your desired card(s), Thus, to pick the top 
deck card, just press the button (since the flashing cursor automatically positions 
itself here at the start of each turn). To pick up a stack of cards, position the 
cursor on the card closest to the top of the column heading and press the button. To 
pick up the top card from the discard pile, place the cursor on it and press the 
button. 


3, The card(s) you pick up will disappear (except for the top card on the discard 
pile, so that you can’t see the card underneath unless your play is legal). Move the 
flashing cursor to the place you want to play the card(s)--on another column, in the 
ace area, or on the discard pile and again press the red FIRE button. The card(s) 
will magically reappear in this location. If you’re playing the card on one of the 
seven piles, place the cursor below the most current card on the pile. 


4, After each round, the cursor repositions itself on top of the deck. 


SOLITAIRE RULES 
The game uses the standard Las Vegas rules. The cards are dealt in seven piles face down, 
except for the top card on each pile. The first pile has one card (one face up; none face 
down), the second pile two, and so forth, with the seventh pile having seven cards (one 
face up; six face down), 


Each turn consists of picking up a card and playing it. You may pick up the top card on 
the deck, the top card on the discard pile, or a face-up card on one of the seven piles. 


You may place an ace in the ace area at the top of the screen in the column displaying 
that ace’s suit. You may place only a king in an empty column. You may place a queen 
through two on any card of the next higher value and showing an opposite color suit 

in one of the seven card columns. In other words, you build stacks in descending order, 
from king to two. For example, you can play a jack of hearts on a queen of spades or 
clubs, and you can play a seven of clubs on an eight of hearts or diamonds. 


If you pick the card from the deck and you can‘t play it anywhere, put it on the discard 


pile. If you place the cursor on the most recent face-up card in a stack, only that card 
moves. If you place the cursor on the first face-up card in a stack (closest to the top 

of the column), all the cards in the stack automatically move to the pile on which you 

play the card. When you move a column of cards, the next face-down card in that now empty 
column displays face up. If no more face-down cards remain in the column whose stack of 
cards you move, the column remains empty, and you can play a king there. (Strategy hints 
about moving stacks. Move a king from a column still containing face-down cards to an 
empty column containing no more face-down cards to get at the hidden cards in the former 
column.) 


Once you place an ace in the ace area, you can then place the two of the same suit on 
it, and then the three, and so forth, Opposite to the columns, you build the ace area in 
ascending order. The object of the game is to get as many cards as possible on the 
aces. 

SCORING 
To display your final score at the end of a round, press the START button. The scoring 


area, beneath the card area, looks like this} 


TIME MONEY OF TION=NEW ACCOUNT 


GAME 8220 $23 SELECT=NEW FASS 
TOTAL 17340 $21 START=NEW DEAL 


Figure 4 Scoring Display 


(The OPTION, SELECT, and START options are described in the next section.) The score and 
time display for both your current round and the total of rounds you play this session. 


For each deal, the program charges your account $52 ($1 per card), You earn $5 for each 
card you place on an ace (including the aces themselves), Thus, if you place few cards in 
the ace area; you can end a round with a negative amount of money (that is, you lose 
money on the round, since the program subtracts the $52 from the total you earn), 


If you turn over all the face-down cards under the seven piles, the program automatically 
credits you for placing all 52 cards onto the aces, 


CONTINUING THE SAME ROUND OR PLAYING A NEW ROUND 


When you’ve played all the cards from the deck and no other plays remain, press the START 
button on the computer keyboard. (Note. You can end a round at any time by pressing the 
START button during the game instead of picking up a card.) The time and score 
information then displays, along with your three options. 


To go through the deck again for the same round, press the SELECT button. The GAME 
score and time will continue to increase, but the TOTALs won’t be affected. To play anew 
round with your current account balance, press the START button again, and the computer 
will shuffle and re-deal the deck. Or; to reset your account to $0 and play another 











Ee Tt 


se Da 
bie ae sad 














“7 





er 





ey bs 








a2 
20. kA ¢ 
Bae 
en ne 
< 2 ey 3 7 
a > 
of * | P ae 2 
4 =F 





ps “ pot 
et 






(HORE ites 
of ehh Sesh > Seca, Sr 
oe ie Get Ratt STF 


eee we 


Pat att 





iv 2 ~~ 
Ses SSR ee 


77° Se eure 





Hoge, ae 
Papiy 





ERS 







a2 aff te 23% s 


aes 
4 


ste ae 














el jae 81 7 7 «op: > 
ann < 4 “ ken 8 i, om day e 
odd Gata erony ete 





4+ 









ats a a ail AERIS. mic @? is? 
4 





ee 


DISCLAIMER OF WARRANTY AND LIABILITY ON COMPUTER PROGRAMS 


Neither Atari, Inc, ("ATARI"), nor its software supplier, distributor, or dealers 

make any express or implied warranty of any kind with respect to this computer 
software program and/or material, including, but not limited to warranties of 
merchantability and fitness for a particular purpose. This computer program software 
and/or material is distributed solely on an “as is" basis, The entire risk as to the 
quality and performance of such programs is with the purchaser. Purchaser accepts 
and uses this computer program software and/or material upon his/her own inspection 
of the computer software program and/or material, without reliance upon any 
representation or description concerning the computer program software and/or 
material, Should the computer program software and/or material prove defective, 
purchaser and not ATARI, its software supplier, distributor, or dealer, assumes the 
entire cost of all necessary servicing, repair, or correction, and any incidental 
damages. 


In no event shall ATARI, or its software supplier, distributor, or dealer be liable 
Or responsible to a purchaser, customer, or any other person or entity with respect 
to any liability, loss, incidental or consequential damage caused or alleged to be 
caused, directly or indirectly, by the computer program software and/or material, 
whether defective or otherwise, even if they have been advised of the possibility of 
such liability, loss, or damage, 


LIMITED WARRANTIES ON MEDIA AND HARDWARE ACCESSORIES 


ATARI warrants to the original consumer purchaser that the media on which the 
computer software program and/or material is recorded » including computer program 
cassettes or diskettes, and all hardware accessories are free from defects in 
materials or workmanship for a period of 30 days from the date of purchase, If a 
defect covered by this limited warranty is discovered during this 20-day warranty 
period, ATARI will repair or replace the media or hardware accessories, at ATARI’s 
option, provided the media or hardware accessories and proof of date of purchase are 
delivered or mailed, postage prepaid, to the ATARI Program Exchange. 


This warranty shall not apply if the media or hardware accessories (1) have been 
misused or show signs of excessive wear, (2) have been damaged by playback equipment 
or by being used with any products not supplied by ATARI, or (3) if the purchaser 
Causes or permits the media or hardware accessories to be serviced or modified by 
anyone other than an authorized ATARI Service Center, Any applicable implied 
warranties on media or hardware accessories, including warranties of merchantability 
and fitness, are hereby limited to 30 days from the date of purchase, Consequential 
oy incidental damages resulting from a breach of any applicable express or implied 
warranties on media or hardware accessories are hereby excluded, Some states do not 
allow limitations on how long an implied warranty lasts, so the above limitation may 
not apply to you, Some states also do not allow the exclusion or limitation of 
incidental or consequential damage, so the above limitation or exclusion may not 


apply to you, 


ATARI PROGRAM EXCHANGE 
REVIEW FORM 


We’re interested in your experiences with APX programs and documentation, both favorable and 
unfavorable, Many software authors are willing and eager to improve their programs if they know 
what users want, And, of course, we want to know about any bugs that slipped by us, so that the 
software author can fix them. We also want to know whether our documentation is meeting your needs, 
You are our best source for suggesting improvements! Please help us by taking a moment to fill in 
this review sheet. Fold the sheet in thirds and seal it so that the address on the bottom of the 

back becomes the envelope front. Thank you for helping us! 


1, Name and APX number of program ” 


2. If you have problems using the program, please describe them here, 


oo eeeseseseeSSsSae 
—_—_— eee 
eee 
3, What do you especially like about this program? 
ees 
ee eeeeeeeeeSsSseseseseF 
eee 
4, What do you think the program’s weaknesses are? 
_OOSSSSSSSSSSSSSSSSSSSSSSSSsHeseseseseFs 
__ SSS 
eS 
5+ How can the catalog description be more accurate and/or comprehensive? 

__ OO eSSSSSSSSSSSSSSSSSmMhFhFhesSsSsSe 
-_—— oo eSeEeSSeSSSSSSSSSSSSSSmMMhFhFeFeSsSSSSSSSeSeSseS 


é On a scale of 1 to 10, 1 being "poor" and 10 being "excellent", please rate the following 
aspects of this program? 


__ Easy to use 
User-oriented (e.g., menus, prompts, clear language) 
Enjoyable 

Self-instructive 

Useful (non-game software) 

Imaginative graphics and sound 





7. Describe any technical errors you found in the user instructions (please give page numbers), 


aS 
TE 
anv ONO 
8, What did you especially like about the user instructions? 
en nn 
ee 
9, What revisions or additions would improve these instructions? 


ee 
ce ——————————— 
ee 


10. On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent", how wauld you 


rate the user instructions and why? 
i em 
a 


11. Other comments about the software or user instructions: 


ATARI Program Exchange 
P.O, Box 427 

iSS Moffett Park Drive, B-1 
Sunnyvale, CA 94084 


[seal here] 


| 
STAMP} 


